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Abstract - Human-machine relationships will likely become increasingly
critical to organizational success. Humans are social mammals, they love and
need to communicate. they need social interactions and approval or peer-review
to get them through daily lives happily. Therefore, human enjoy social medias.
They give human means to express themselves and receive instantaneous reaction
from friends. The emergence of virtuality technology will bring new possibilities
for human interaction. Therefore, the combination of these technologies with
social networks seem unavoidable. Virtual Reality (VR) are predictable to give an
enormous impact on daily life. The immersive technologies could lead to
loneliness and escapism. This paper will clarify some of the important issues
about social interaction changes caused by VR. The paper discusses VR in the
human computer interaction approach and the escapist. VR is considered a
different media which is very exciting, but it does raise dilemma of how best
should human be appealing mind when relaxing, enjoying, escaping, or
consuming media? There is threat that human can over-indulge in escapism with
media. This paper is introduced the good and bad side of escapism cause by VR
technology.
Keywords - virtual reality, escapism, social interaction, virtual human, HCI,
virtual world
I. Introduction
Virtual Reality (VR) is now changing human interaction (www.jamaicaobserver.com,
2016). VR allow individuals to surpass physical limitations and connect in a space where
changes of one's self‐representation and surroundings are free. VR technology involves with a
conventional of technologies designed at conclude the user in the virtual world. The more
internet consumption is more and more available and very useful for humanity (Kim, 2015). If
VR becomes a part of human everyday lives, increasingly people want to spend many hours in
virtual world. As Kurzweil (Daher, 2016) mentioned, “virtual reality will be totally realistic
and compelling, people will spend most of our time in virtual environments. We will all become
virtual humans.” Zuckerberg (2014) mentioned in his Facebook post on March 2014 that “This
is really a new communication platform. By feeling truly present, you can share unbounded
spaces and experiences with the people in your life. Imagine sharing not just moments with
your friends online, but entire experiences and adventures.” Now VR and the Internet of Things
(IoT) are the most two important technologies to ascend. They make the changes in the
societies, they are two of the technology paradigm shifts. Especially, VR has the astonishing
way to transform how human react to computer. While, IoT has transformed how human live
(Levski, 2018).

According to Cisco report (www.cisco.com., 2017), There are three main different
applications adoption and usage. 1. Internet gaming is seeing a resurgence, 2. Video
surveillance, and 3. VR and Augmented Reality (AR). VR/AR are anticipated to continue a
high increasing through the estimate period 2017–2022. This growth mainly came from the
downloading large VR files and applications, However, the potential implementation of VR
streaming, which could increase the even higher network traffic (www.cisco.com., 2017). The
information is predicting effort for Cisco Mobile Visual Networking Index (Ghosain, 2013). in
figure 1 and 2, which show the VR and AR mobile traffic usage forecast. It shows how the VR
and AR experience could be involved in people day-to-day lives and found that it can be more
like an experience where the virtual environment and software applications get into a normal
day-to-day routine; for example, reading a book, praying, watching TV, doing grocery etc. as
in Fig. 3. (www.jamaicaobserver.com, 2016: Khurana, 2017).

Fig 1: Cisco VNI Global IP Traffic Forecast, 2017-2022 (www.cisco.com., 2017)

Fig 2: Mobile Data traffic, Cisco VNI Global IP Traffic Forecast, 2017-2022
(www.cisco.com., 2017)

Fig 3: Mobile Consumer’s day Using AR and VR [adapted from (Khurana, 2017)]
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II.

Physical Impact of Virtual Reality

Scientists have confidence in VR that it will be the major platform of entertainment such as
gaming to the normal social interaction routines of human even in the international relations.
VR devices let people to experience the presence or the sense of how human enter the video
games and movies, the users can be in anywhere in the world such as swimming in the deep
ocean or flying across the temples in Bangkok.
In the science fiction novel “Neuromancer” of William Gibson, introduced the words,
“matrix” or “cyberspace” for the first time on 1984. Back then he called them “a consensual
hallucination.” He suggested that it will be the community of the human interacting within them
(Bailenson, 2018). Virtual reality technology allows human to practice interactive that need to
all senses of human. It allows the users to be in a different situation through visual perception.
VR technology usually consists of position adjuster camber, glasses, and headphones. The user
views screens designed for both eyes, where the brain combines two pictures from each eye side
together to form a 3-D perception. Normally human eyes certainly meet and focus on one point
and human’s brain is so used to that. But for VR, it is coupled the two-view responses together.
It confuses the brain because it separates two views (LaMotte, 2017).
There are physical impacts of VR. When using VR devices, the brain needs to work harder
than usual in order to blend the uncommon stimuli being offered to the dissimilar senses.
Therefore, VR have negative effects to distress the senses and brain of a user, causing the
physical illness such as dizziness and nausea. Continued repetitive VR activities can cause
exhaustion because using VR need amounts of muscular effort. There is high chance of VR
users of having their tissues affected. The Head Mounted Displays (HMD) devices and other
visual presentations are closely attached with user’s eyes. The laser lights plus electromagnetic
field from VR devices. If the contact is prolonged, it can harm the user. VR can also cause a
form of motion sickness called Cybersickness. The user might feel headache to a response that
can induces vomiting. Self-motion illusions in VR is the vection which is the one factor in
virtual environment which causes conflicts between the vestibular and visual system of human.
Lag also occurs when a user perceives a delay between physical motion and time. Other
unintended involvement of VR such as vertigo, postural ataxia, reduced eye-hand coordination
etc. Scientists are studying the dangers of immersive VR with lab rats (Skibba, 2017: Spinar,
2019), the small VR devices is created to test the rats. They set up an accurate virtual
environment for the rats to discover, including a labyrinth and a dispenser of sugar water. They
are drawn to sugared food as much as humans are. It can tell from the rat’s eyes and ears when
it near the so-called reward zone. and it acts by padding virtual feet toward the virtual soda
fountain. This shows a sign of addiction. The researcher can generate reward anticipation with
virtual images. Therefore, VR does not just only bring some of the physical impacts to the users,
but also can cause some of the addiction from this observation. Somehow in the rise of VR and
AR (https://standards.ieee.org, 2018), the character of facilitated reality and the capability for
human to change themselves means that social interactions will be affected by the common
acceptance of virtual world.
There is the research about anxiety inducement in VR. The study (Yeh et al., 2018) indicated
that VR systems effectually induced anxiety. This means the VR can encouraged the physical
unease such as skin conductance, and heart rate. VR can be taken to unhealthy immoderations,
and the idea of the fundamental change. Because human may completely redefine social needs
and that can cause uneasiness.

III. Virtual Reality Approach on social connection
Social interaction involves the cautious evaluation of the performs of day-today communicating of human in numerous real-life contexts, such as human-human
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relationship and human-computer communication. The video conferencing has become more
general in daily life, the fact remains that most workers still need face-to-face meetings. The
most significant meetings still need to be arranged in person, sometimes over a meal or drinks
(https://standards.ieee.org, 2018). Human need the physical contact, if virtual travel and
telepresence will be replacing the physical travel, there will have the system that let humanbeing be themselves as the virtual version.
Jason Silva (Hazzard, 2016) mentioned, because the people want to connect and
communicate, human want to share and virtualize the experience with others. There are bridges
that human want to fill the gap between each other’s minds. If there is medium like VR to allow
the human to share the space, time, and mind together. It drives from the human need for
connection with one another. These can bring the human closer together. In order to create
virtual human so called “avatar” to look and act like the real human, the creator need to
understand some of virtual bodies replication. They are the complex choreography of body
language such as facial expression, eye movement, physical touch, and had gesture that occur
in the real-life interaction of human in society. In academics’ social interaction, VR help
assisting the experience of learning, however, they can substitute the teacher. Somehow, they
are very useful, because it can produce the curiosity, help students to have better understand
perspectives and allow students to have completely unique learning experiences (Childers,
2018).
Social existence or presences is defined both as psychological state in which humans sees
themselves as being existing within the virtual environment and the degree of human believe
in the virtual human existing and cooperating with other virtual human beings (Blascovich et
al., 2002 in Daher, 2016). To discover whether an observation of misleading shared social
presence between a real human (RH) and a virtual human (VH) (Daher, 2016). There is a
statistically significant “Midas touch” effect in unmediated situations. Additionally, the
significance of the mediated Midas touch was found to be very similar with that of the
unmediated Midas touch as estimated (Haans, 2009). It seems the communication between VHVH is comparable to the interaction between RH-RH.
VR is no longer targeting audience of simulators as a form of entertainment. VR continues
to become more accessible to the everyday user, its sales (Saunders, 2016) as well as hard work
to please consumers and improve immediacy. Since the Oculus Rift
(https://www.oculus.com/rift/) also have the potential to fascinate audiences, consumers of
video games, immersive movies, and virtual travel experiences. Not just only in the museum
that VR has been transformed the simulated experiences to the users. The Tourism Authority
of Thailand (TAT) has launched a virtual reality “Discover Thainess” campaign to connect the
power of VR and provide potential visitors with an authentic Thai local experience before
visiting the country. “Amazing Thailand VR”, the production of Amazing Thailand VR to allow
tourists to view the country through state-of-the-art sensory experiences that could have the
greatest impact. When using HMD viewers, the experience makes them feel like they are lead
characters in a film about visiting Thailand (TAT NEWS, 2019).

IV Escapism and VR
With more and more technological society removed from the normal society, escapism is
somehow seen as a negative phenomenon. Peter Vorderer attempted to define the term
“escapism”, it means that most people have, by reason of unhappy or unsatisfying life
situations, over and over cause them to run away from the reality in which they live in a
perceptive and emotional way (Kim, 2015).” In the book “Escapism”, Yi-Fu Tuan (Tuan, 1998)
mentioned escapism has a slightly harmful leaning in all societies. Because it causes the
inability of facing the truth in real life. As psychologist Evans (Evans, 2014) also noted, “As
escapism appears to be a natural mechanism, the mind must have need for it.” In that way,
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rather than forcing the rejection of society, virtual worlds may have exposed new behaviors of
examining human society. For the people with lonely souls, the promise of a virtual escape is
not disturbing, but thrilling for them. VR offers the opportunity for them to spend number of
hours in virtual world. Evans (https://standards.ieee.org, 2018) mentioned that “…both
functional and escapist, and potentially offers an amazing parallel universe of unlimited
possibilities.”
Escapism is often seen as an avoidance of the real world. Today, escapism; the act of
withdrawing from the problems of the real world into imaginary worlds. In the digital age, the
real appears with the virtual. The association between the virtual world and the real world, like
that between escapism and reality, is occasionally asked. In theory, escapism is not new as
critics of more TV, internet, and smartphone usage. VR technology continues to popular and
affordable, the virtual world that has been generated will become increasingly realistic (Kim,
2015). The people attempt to run away from the reality due to low life satisfaction. Human can
have a little escape from reality and are able to see the potential like have. Sometimes
technology is presented as therapy, as the personal corrective for difficulties commonly
regarded of as social.
The good escapism is to allow people escape from a narrow world into a broader one, allow
your mind to travel to the place the body cannot go. The bad escapism is when you escape from
the possibility of a broader world into a narrower or safer one, avoid taking the difficult action
your body could. When escapism is good, people let brain think what it needs. Inventors and
technologists have the new ways to escape reality or simulate a better future (Hazzard, 2016).
Evans offer a classification of four escapism types (Igorevna, 2015):
• Avoiding, running away from real life problems.
 Passive, doing activities which human no need to make hard work.
 Active, change of activity, from what they are doing to the new one such as games,
reading etc.
• Extreme, need the dangerous and challenges activities.
John Dowd (Dowd, 2010) also classify that the healing value of technology exposes in three
alternatives forms of escapism. The first manifestation is escape from confusion. Second,
technologies help people escape from the troubles of everyday life. Finally, technological
entertainment is traded as an escape from everything. That is, entertainment is offered via media
as an individual means of escape, and these ultimately contribute to withdrawal from common
participation and interaction (Dowd, 2010).
The escapism can be considered as unhealthy depends on how much escapism a person
indulges in and how extensive that form of away from reality is (Warmelink et al, 2009).
Additionally, whether the human/escapist can return to real world in a safe manner. If that
engagement is excessive and entails complete devotion, then we call it escapism. Notable
aspects of unhealthy escapism are (Evans, 2014).
• Procrastination: stop working hard or putting effort into something.
• Psychosis: confusing between what is real and what is not.
• Denial: isolating themselves because of the built illusion layer.
• Addiction: not capable of control their own habits.
Now there are so many funding and advancing technologies by many companies like
Google, Sony, or Samsung (Kim, 2015) are developing VR headsets to help human to leave the
real-world temporary using VR (Warmelink et al, 2009). This means that playing casual
computer game, will not be called as an escapist. Playing VR games all day long, however, is
called escapism (Warmelink et al, 2009). VR helps doctors and therapists, separate patients’
connections between an experience they are addicted to and their pleasurable response, Neurons
that are supported enthusiasm together, and if VR is rewiring the brain, this can cause human
behavior change (Spinar, 2019). Evans connects escapism definition to Maslow’s hierarchy of
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needs; which levels love and a sense of belonging after basic physiological and safety needs. It
means that technology help us fulfill the physical need and safety needs. Carr (Kim, 2015) have
discovered how virtual may only intensify the problem. VR future applications also include the
possible to attach with real human around the world. Blascovich and Bailensen (Kim, 2015)
mentioned that technology help human escape from the real world; “The Internet and virtual
realities easily satisfy such social needs and drives sometimes so satisfying that addicted users
will withdraw physically from society.” If Kim (Kim, 2015) declare that VR’s immersive
abilities are so massive that VR is capable to change the human’s social and emotional needs
overtime.
In the virtual world, it is only the spatial presences, it can trick the brain to believe in virtual.
The significant beneficial of VR technology also mentioned in (Boddington, 2016) UK
charity organizations called “SpecialEffect”, who develop the application with VR environment
which offer video-game control systems for people with disabilities. Dr. Donegan, the founder
of SpecialEffect, suggests the VR system can help people with severe mobility challenges or
people with paralyzed escape and can move in both real world and virtual world. VR reorders
human senses and changes the perception of the world. Human normally do it now and then but
indulging in habitual escapism can have a harmful impact on human sense of self and on
relationships. VR facilitates users to take on the view of others for example, schizophrenics, the
elderly, or the colorblind. This proved to be reduced prejudice and increased empathy,
understanding, and helpful behaviors (Herrera, 2019). According to the Stanford University
research team led by Fernanda Herrera. The 117-people selected and were trained to live in
VR as the homeless life (Jacobs, 2019). Researchers has discovered that VR can deliberate realworld benefits, including reducing pain and boosting creativity (Jacobs, 2019). Normally the
users of VR want to experience the beautiful virtual world, not depressing homeless
encampments. But this research advocates VR has the potential for intensifying compassion.
VR offer the experience of walking in to the other’s people environment by using VR headset.
VR became, per se, ultimate empathy machine.
The VR technology can urge escapism (www.goodtherapy.org, 2017). It encourages
human to connect with technology rather than people. The nature of the human is willing to
choose easy interruption. Postman (Aleisa, 2018) notes in his book “Brave new world” was that
“what human desire would ruin us”. Technology will offer them comfort from the denials of
the real world. Escaping reality is an inborn human need (Hazzard, 2016). In virtual space, users
can change their appearances, genders, and ages. It can let the users do things that they could
not do before, see things that would not be able to experience, and transport the user out of the
real world. However, VR frights people, because they are so real, and the user is unable to
distinguish the real world and virtual world. On the other hand, the idea of not being users own
selves, the users can travel any place they like to go, it is very fascinating. That is why people
are cravings find the ways to pretend and reveal the viewpoint and experiences for others. This
is more than escaping reality, but this is about creating a deeper connection (Hazzard, 2016).
Instead of escaping the negative emotions (Yengin, 2017), sometimes it is better to shift the
mindfulness to something totally different. This help human to calm down and momentarily
forget about the difficulties. This is the influential role that entertainment plays in human lives.
It is a means to escape from the stress, anxiety, and negativity and sometimes that is what people
need to stay safe and healthy. There are many ways of distraction and escapism, these forms of
interference (watching a movie, playing video games, socializing with friends, listening to
music, going on vacation, sleeping and dreaming, painting or drawing, consuming alcohol) can
be supportive in small measures. When human disconnect themselves from the real world. This
is necessary to keep human mind emotionally healthy and balanced (Handel, 2013).
Excessively escapism can become an unhealthy addiction. According to Aboujaoude (Kim,
2015), author of Virtually You, The Dangerous Powers of the E-Personality; notes people who
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tend to spend much time in VR environment usually have underlying conditions for example,
social anxiety and this should be taken into the consideration. it is already happened to the
people who spend much time on social media and internet. It can be done through reading the
articles from internet, playing the online games, or playing the 3-D VR game. He also
mentioned that if human have life connected that can be removed from human own life. So, this
can lead to the change in social and emotion needs over time of human, human might stop
craving for real-world social interaction because they are more familiar with the other world
which is “virtual world”.

IV. Conclusion and Discussion
Today VR is a new technology that has been developed. In addition, there are possible of
this technology in more practical applications. While the benefits of spending time in VR could
include growing empathy toward others or discovering aspects of the individuality that could
positively affect human identity. There are various benefits of human interaction, both physical
and emotional, that could be affected unpleasantly if users spent too much time in virtual.
Human will begin to consider virtual human as real human. Now human is entering a new age
of technology. VR can offer something more powerful than escapism. They even change lives
(Waqar, 2015). It does not mean that humans could not make their lives better; it means that,
as a culture, are no longer aware of them and of their positive effects on their lives, because
they are so immersed in virtual life and have been for some time.
As Toffler (Baudrillard, 2016) discusses the power of technology is increasing but people
are not aware of the increased side effects and potential dangers of it. There will be more and
more combinations of reality and virtual reality. We may stop wanting to have real social
interaction because it may become a novelty for us. Humans can escape to reality. It somehow
can make people life better, and it became part of human’s life. Because human occupied in
virtual life and have been for some time. One of the first things you will notice in people who
like to escape from the realities, it a track record of depressive tendencies. It is no surprise that
the more you look to avoid, the more there will begin to be a downfall in the quality of your
relationships. Running away is never the answer, from the research of Daniel King (Kim, 2015),
people who quit gaming for 90 days found the improvement to their overall well-being,
evaluated across twelve different measures including Emotional and Physical Health,
Relationships, Focus, Time Management, Appearance, and others (Kim, 2015). There is high
level of concern over the negative influences of interactive VR environments towards social
implications. The users who are engage in violence VR video games and television in the virtual
world may become insensitive to their violent virtual actions and mimic that behavior in real
world.
Escapism with or without technology like virtual reality, it does not make laziness in human,
but too much can become avoidance and make human decay instead of enthusiastically chasing
their goals. Passive entertainment is a form of escapism. It takes us away from our reality and
transports us to another world not our own. There is nothing wrong with using our imagination
or borrowing someone else’s imagination to escape, if we want to. Using too much of VR can
cause, depleting attention (mental energy); lower brain waves and suggestibility; guilt and pain.
Instead human should work with these steps: priorities and choice; actively engage; time limit;
and take a break (Ghosain, 2013).
The author is not trying to make the judgement on technology like VR, that it may be the
source of negativity. But this paper trying to explore the inner workings of human mind and
desire to escape. There is nothing inherently wrong with technology especially for entertaining.
But, go ahead, escape. It is good for human soul. The opposite of escaping is mindfulness.
When human in touch with their own emotion, it can be truly authentic to their goals and
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aspirations. Over time, relying on avoidant behaviors and escaping will only decay the growing
as a person (Waqar, 2015).
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